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Introduction 
The Price of Magik was originally released by Level 9 in 1986. It was 

subsequently re-issued by Mandarin Software in 1988 on the Time and 

Magik compilation with Lords of Time (1984) and Red Moon (1985). 

The Price of Magik recounts the sad tale of Myglar who, driven mad by the 

intensity of magikal radiance from the Moon Cry stal that he had protected 

for so long, stole it. His aim was a vain attempt to squander its power and 

live forever. But a magician of great skill (who eventually rose to lead the 

Guardians) avoided Myglar's traps, recovered the crystal and ensured that 

magik survived as long as there was need for it. 

* Tackle the outdoor locations before entering the house. 

* The HYP (hypnosis) spell lets you command one creature at a time. To 

give an order, key in instructions such as BAT, TAKE THE FELDSPAR. 

* You score points for learning and using spells, and for reaching a few 

inaccessible places. 

Jim QrimwoocC 

Map Symbols 

C cross-page 
connection 

uncertain 
connection 

End of Game 

north up 

Luest east in/cut in/oul 

saulii doom 

Map Symbols 3 



hole 

Attic & Top Floor Map 



Library Map 



6 Outside Map 



library ■ 

fairway 

± 
i crypt 

bona 

chamber 

hole ante-alcove 
roughhewn 

tunnel 

I 
bettor 

hole =r= 
ante 

chapel 
store room 

distorted 

junction 

ZC= 

v 
hanging 

tentacles 
alcove 

yellow 

river 

s V' 

■ restroom 

T«. * 

spiral stairj 

'f" 

hall alcove 

panelled 

t corridor , 

1 

elm 
panelled 

.k.corridor.j 

r broomy 

cupboard 

rrS 
entrance 

hall 

;lime slide i 
rochwallod 

room 

butler's 

passage 

=X 

broomy 

cupboard 

entrance 

hall 
drive 

L 

store 

room 
pantry 

tiled 

corridor 

-r 
junction scullery 

s 
s=r=s 

tight 

squeeze 

cold store 
shelved 

corridor 

tight 

squeeze 

Ground Floor Map 7 



rock walled 

room 

standing 

stone 

<c=s 
cold pillar 

cold pillar 
standing 

;tone 

cold pillar 
landing 

stone 

pedestal 
landing 

stone 

S 
cold pillar 

; jet black ;__j si 

• room • stone ■../ * 

standing 

stone 

S=r=^ 
standing 

stone 

<h 

cold pillar 

pillar 

grassy 

plain 

volcanic 

rock 

grassyplain 

by pillar 
steps 

strange 

rock 
lake shore steps 

stone rock 1 

bubble 
k_* 

5t<:p5 

k_i 

rock 

bubble; 
<i-i 

rock 

bubble 

Stone & Rock Map 



Mists of Time Map 9 



10 Basement Map 



arched 
stone 

corridor 

arched 
stone 

. corridor . 

jet black 

room 

-X 
arched 
stone 

corridor . 
stone room 

N_ 
arched 
stone 

, corridor . 
jade room 

N_ 
statue- 

lined room 

1 
palatial 

portico 

entrance 

hall 

. «VWW>VWV . 

: stone ; 

cylindrical 

chamber 

Hall of 

Mist 

great stone 

room 

Toab of 
Myglar 

ice room 

NT 

noon room 

steps \7\j steps 

steps steps steps 
grassy 

plain 

grassy 

plain 

(gateway) 

Palace Map 11 



| river ; 

V.... 

12 North of River Map 



South of River Map 13 



w 
m 

a ^ 
« & & 

& s 
J5 a 

,o 

a D 
8 8 

PL, Mh 

= 1 

< £ U PQ 

GJ 
& 

Ph 
c/a 
W 

3 
8 PL, 

42 
o 
o> 

i 

5 
g 
o 
_i 

g T3 
8 a 
•a 4S » 

! I&! 
< H O ^ 

a a 

3 3 

14 Tips & Help 

C
ur

ta
in
 

C
ol

la
ps

in
g 

ju
nc

ti
on

 
D

es
k 

St
ud

y 



E
ld

er
 c

ro
ss
 

H
er

b 
ga

rd
en
 

Su
bd

ue
s 

ba
t /

 f
oc

us
 f

or
 D

E
T

 s
pe

ll 
E

ye
br

ig
ht
 

H
er

b 
ga

rd
en
 

Im
pr

ov
es

 v
is

io
n 

g|«g * 
fH h 2 2 

Tips & Help 15 



A
tt

ic
 (

al
co

ve
) 

O
ff

er
 to

 g
ol

em
 to

 g
et

 s
il

ve
r 

m
ai

l 

16 Tips & Help 



• • 

N 
C 

s 
O 
O N 

G 
H 

V e^* 
g N 
o S 

d> 
> 

<y 2 
43 g • l«H 

a u 
• p-« ar 

•J3 
e 

pS 
sm 

sr o d 3 
u J5 

O a 
U 0> N 

43 e 
H O 

s 
c« 

Tips & Help 17 



nO 
o\ o\ 

t-H i—( i-H 

ti rs n 
V V V 

so s© 0s- ©\ 
t—H r-H 

r- 
V V 

vO 
cx 
rH 

V 

C/J W 
sp a e .a 
2 ^ H 
*1 .5 a <*H 

•s £ 2 2 <H tD W 
o ° W) 5 

I§ '12 

■Ssti, 

153 I 
S'S « 2 
«HOh 

H ^ So j!> 

O & c3 «g 
u ^ gc 2 
£> to a ^ ^3 a) S p T3 o h tD O 
< CL, 0$ Q 2 

Pi 

2Qh 
OWW- 
WQQQWS 

5 w >-i <C UJ Oh 
WWW 

18 Tips & Help 



C
re

at
ur

es
: 

co co co to co co 

£ £ £ £ £ £ | I £ £ § :§ •§ 

1 
i 

CO 
15 
W) 

w CO 
D 

cd 

6 
•s 

O Q 

o 

I 
o Cu 
g 

8 
£ 
8 
m 
p 

lit 
co q, cd 

^ 1 > S £o 
I 

•a 3 
co O 

o 
to 
X* 

1 

£ S 
o £ 

§ 
53 

X> 

W 

i 
i 

tn 

'6 
8 
•8 
a 0> 

i 
s 
£? S's &* 

$ if « 
co pq w ffl 

g ;fi 
p3 h 

Tips & Help 19 



The team of 
Desert Island Disks 

M, j-& & iA i A i 

A Mi 

lA i 5K> i& *£t i & A 

i i i 

A 

i i i A A 

iA lA Ji ^ jA jA 


